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...in the beginning 
New team dynamics 

Comparisons from our past going into the future 

Finding our direction with traversal and environments 

Discovering new possibilities by forgetting our 
limitations 

New technology to give us and the players freedom 
Making music more interactive 
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TtAM OVHAMICS 


Previous Team 

•Paul Mudra - Audio Director 
•Dwight Okahara- Audio Lead 
•Chris Olander - Senior Audio Designer 
•Herschell Bailey - Audio Designer 
•David Nazario - Associate Audio Designer 
•Jeremy Hall - Dialogue Specialist 
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Switching gears from linear to open world 

• Getting started with previous game lessons 
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•Making traversal part of the world interaction 
•Finding our direction with Digital Dioramas 

•Creating soundscapes to help define the direction we wanted the 


universe to sound like 
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•Makmg-^favefsa l p a rt nf th e-wo f l d int e ract i on ^ 

•Finding our direction with Digital Dioramas 

•Creating soundscapes to help define the direction we wanted the 


universe to sound like. 
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•Makmg-^favefsal p a rt nf th e-wo f l d int e ract i on ^ 

• Finding our dire cti o n w i th -94§i ta l D i oramas 

•Creating soundscapes to help define the direction we wanted the 


universe to sound like. 
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•Keeping the world alive with pocketed audio experiences 
•Everything was left on after the awesomepocalypse 
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•Guns that go beyond "pull trigger = Bang!" 
•Traps that entertain as well as kill 
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Building assets with audio in Prefab form 
Horde crowd system 

Using new tech in custom quarantined levels 
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Trigger volume 
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Creating our vanity system 
Making music more interactive 
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Night Music Track 
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